The current study aims at investigating the effect of Second Life (an Online Virtual World) 
INTRODUCTION

Background and Purpose
The rapid evolution of Information Computer Technologies (ICTs) in the 21 st century attracts great attention all over the world. Educational institutes use these technologies as tools to communicate easily and efficiently with students. According to Felix (2002) and Zhao (2003) the use of technology in language teaching and learning has been the most important subject in scholarly discourse and research for many years. One of these technologies is virtual environment. It is clear that learners have a great attention to technology and most of them try to participate in specific virtual world environments. Virtual world environments such as Second Life (SL) have a great potential on interaction and communication among people. According to Aydin (2013) the use of SL in foreign language instruction reduces anxiety and increases motivation to learn a foreign language. He also stated that SL has powerful effects on collaborative and autonomous learning, interaction and communication among English as foreign language (EFL) learners. Learners can interact and engage in SL groups to share their knowledge as stated by Peterson (2012) SL is beneficial to participation and engagement of EFL learners. This interaction needs learners "skills in various ways.
For these purposes, the researchers used this environment as a platform for practicing listening and speaking skills in groups through interaction and communication. According to Aydin (2013) SL improves cultural identity, intercultural literacy and provides a cultural competence environment and allows learners to practice activities that are difficult to organize in traditional classroom environment.
So far, there have been some researchers (Henderson et al., 2009; Ma et al., 2009; Macedo and Morgado, 2009; Jauregi and Canto, 2012; Lin et al., 2014) investigating foreign language learning and teaching in Second Life. In this study, as a kind of prediction it seems that using Second Life as a virtual environment is very important in teaching and learning English because students have no stress of real classes, they interact with their peers and native speakers collaboratively and their imaginations are their worlds which may give them self-confidence to participate in class activities and may have better effect and also it may demonstrate that SL has a great potential for learning and teaching which can be improved with the enhancement of technology and communication. Henderson et al. (2009) stated that collaborative language activities in virtual world enhanced students' selfefficacy. They stated that virtual worlds add much more than visual and auditory media, they prepare greater choices for collaboration, learner autonomy, creativity and experimentation including identify formation among instructors and students. Macedo and Morgado (2009) stated that virtual environments allow new pedagogical approaches that improve collaboration as well as both asynchronous and synchronous interaction between participants.
Students communicate synchronously and they can improve and enhance each other to gain a huge potential for interaction in real situation. Wang et al. (2012) stated three principles for designing effective language learning activities (task-based, authenticity and collaboration). In addition, SL offers tools for participatory in the virtual social network, such the ability to create a new group or join an existing one (Lucia et al., 2009) . Jarmon et al. (2009) mentioned that learning and experiences in SL might transfer to real life in different ways.
Thus, the researcher thinks that the outcome of this research may cover the above mention areas in the employment of Second Life to improve listening and speaking skills which receive great attention in teaching and learning domain.
The limitations of the study can be explained as following. The researcher samples were chosen from preintermediate Iranian students above seventeen living in Gonabad, Khorasan Razavi, Iran. The participants were just female students with the same levels of language proficiency who enrolled at the private language institution to participate in English classes.
In addition, the researcher chose those students who had familiarity with computer and Internet and also they used these technologies at home. Since the researcher did an experimental research, she wanted to be sure about using Second Life by students. Likewise, the researcher wants to know the effect of Second Life on listening and speaking skills of EFL learners. In addition to the small sample size, variables such as gender, age, and personal variables are not taken into account due to the limited number of the available participants.
Second Life is just one of many virtual environments that the researcher chose and perhaps the findings will not generalize to other virtual worlds. The learners participated in SL and they communicated through written chat and some physical actions such as raising their hands to ask questions, walking and sitting.
In the same line, the major purpose of this study was to investigate the effect of employing SL on pre- 
THEORETICAL BACKGROUND AND CONCEPTS
Virtual Worlds in Education
A system for students to learn materials via the web is on-line virtual world which is accepted and used by different groups and for different purposes. Dillenbourg et al. (2002) stated that a virtual learning environment is a designed information and a social space. It is not only restricted to distance education but also enrich classroom activities.
According to Van Raaij and Schepers (2008) the success of a virtual learning environment depends on students acceptance and use of an e-learning system .Different studies investigated the influence of virtual environment on teaching and learning. For example, Chou and Liu (2005) stated that Web-based technology has an effective influence on learning and teaching.
According to Livingstone et al. (2008) online multi-user virtual worlds have been in existence since the late 1970s based on text descriptions of the world and the actors within it. Other researchers such as Brown et al. (2010) tried to show that virtual world provide a good situation to the use of computer mediated learning tools. Dede (1995) believed that 3D virtual environments could provide safe environments and students could learn by doing.
According to Livingstone and Kemp (2006) believed that SL had been used to support learning in a wide range of disciplines and needed better integration with current learning technologies. Zhao (2003) did a review study to achieve three goals: a) to evaluate the overall effectiveness of uses of technology in language education through metaanalysis,(b) to explore patterns of recent efforts in using technology to improve language learning, and (c) to identify effective ways to use technology in language education. Felix (2002) argued that one of the great strengths of web is the potential to participate students in creative information gap activities and real experiential learning in the form of meaningful, process oriented projects in authentic settings. Fetscherin and Lattemann (2008) stated that Virtual
Worlds provide new ways of communication, collaboration, and cooperation over the Internet by applying 3D environments.
Dickey (2003) described 3D virtual worlds as constructivist learning environments for distance education.
The Virtual Environment of Second Life and Education
One of the virtual worlds that is very popular and useful among scholars is Second Life. Yee et al. (2007) explained that Second Life is the virtual world where its maker, Linden Labs, describes it as a 3D online persistent space created and evolved by its users. Every object in the world, including the avatars, the buildings, and other things are 3D objects rendered in real-time. Users communicate via written chat and pre-recorded animations.
Hew and Cheung (2010) believed that students like using virtual worlds because they enjoy the ability to move around freely in a 3-D space, to meet new people, and experience virtual field trips and simulated experiences.
Studies also suggest that the use of virtual worlds could help develop social interaction among participants through the use of avatars. Jarmon et al. (2009) studied the nature and process of learning in the computer-supported online 3D virtual world environment of Second Life.
Aydin (2013) multiuser virtual environment (MUVE) Second Life. Lin et al. (2014) studied the integration of two task-based language teaching (TBLT) approaches in the 3D multiuser virtual environment (MUVE) Second Life. Johnson et al. (2002) described the community building process of virtual learning teams as they formed, established roles and group norms, and addressed conflict. Ata and Orhan (2013) formed "Virtual Worlds Platform for Educators (VWPfE) in Second Life. They gathered there to share their experiences and studies to improve their skills and knowledge regarding education. Balcikanli (2012) believed that Second Life, a virtual 3D community, might create unique opportunities for language learners as a source of authentic interaction with target language speakers, a venue for language classes, and an autonomous study opportunity for learners. Andreas et al. (2010) stated that SL can supplement and/or foster face to face interactions, it is a better approach in distance collaboration and communication. Mahon et al. (2010) created an educational simulation within Second Life (SL) to evaluate pre-service teachers (PSTs) in obtaining more experience for managing student behavior.
Jennings and Collins (2007) emphasized on educational institutions appearance in SL virtual environment, the types of educational institutions spaces, and the types of activities conducted. Olteanu et al. (2014) stated the main aspects that tutors and students met when working in the Second Life environment, during the on-line course "Designing Technology-Enhanced Learning".
METHODOLOGY
Participants and Setting
The participants of this study were 50 girl students between 17-18 years old. All of them were at the same level of language proficiency. They were chosen randomly among the learners who enrolled in English classes of Meraje Andisheh English Institute in Gonabad, Iran, to learn English as a foreign language. Then, all of them were evaluated by participating in exams to check their ability in working with computer. According to their scores in these exams and also their accessibility to these technologies at home, they were divided in two groups (control group and experimental group)
Instrumentation
Placement Test
In order to homogenize the participants, a standard placement test was administered to 80 EFL learners and based on the scoring scale, 50 students in pre-intermediate level were selected as the subjects of the study.
Listening and Speaking Tests
Listening and speaking tests were used for evaluating the students" learning before and after the treatment (as pretest and posttest).Tests were taken from Interchange Third Edition/Passages, Second Edition Placement and Evaluation Package (Lesley et al., 2008) and in the Interchange Third Edition Teacher's Edition (Richard, 2005) .The validity and reliability of the tests were measured before the implementation of the test. The reliability of the listening and speaking tests was checked by piloting it in a smaller sample. Test retest reliability of speaking test was assessed by administering it to the same sample on two different occasions and calculating the correlation between two scores obtained. Utilizing Alpha Cronbach, the reliability was 0.92 for speaking test and 0.89 for listening test. The validity of tests was also checked by two TEFL university teachers.
The rubric scale of Cambridge university press which is presented at the end of Interchange Third Edition
Teacher's Edition (Richard, 2005) were used to evaluate their listening and speaking skills.
Procedure
In this study, the 3D online virtual world of SL was used for interaction and communication among students.
The aim of this study was to investigate the effect of using Second Life (an on line virtual world) on listening and speaking abilities of pre-intermediate Iranian EFL learners. To utilize the idea, the researcher did the following procedures: fifty girl students of pre intermediate level who came to an English institute class were chosen according to their English proficiency level and their accessibility to the internet and also their ability in working with computer, then they were divided in to two groups (experimental and control group). Before starting the class, those in the experimental group were familiarized with the virtual world of SL by participating in five training sessions. All students chose their avatars and the SL viewer was installed on their systems. The avatars' names were delivered to the teacher. The learners were taught how to use SL and how to interact and communicate with their friends and native people through written chat (nearby-chat and private chat) and some physical action such as (walking, sitting down, nodding, clapping, running, raising their hands). They were familiarized how they could be teleported to different places and also how to send emails. The control group also received some training about how to send emails and attach files to their emails.
Then, both groups took part in two different classes which the Interchange book 1 of Richard (2005) was used as a source of teaching English.. The experimental group took part in 15 classes in eight weeks too, but after each class in a special time all the learners and the teacher logged in the 3D online virtual world of SL. Second Life is a good situation to use Task-based Language Teaching (TBLT) approach such as information gap to design teaching activities in this environment. The teacher first teleported all students to a safe place which they could sit down and interact with each other or she gave them the address through private written chat or a note card so that all students gathered in a place to share their experiences. Then, she requested their ideas about the place to see whether it was adequate for them or not. After some warm up activities the teacher gave them the instruction and tasks related the educational class through nearby -chat or note cards. Special lesson plan was used by the teacher to teach the units.
(Appendix A)
In experimental group students worked with each other in pair groups through private chat and then they shared their ideas through nearby chat by raising their hand so other students saw the learner and they had a virtual face to face interaction with others. This interaction lasted for 90 minutes two times a week in a specific time which was determined by the teacher. The experimental group also communicate with other people in SL every time they
wanted. The control group communicated with teacher through sending and receiving extra tasks through email two times a week in a special time which was determined by the teacher then they had a review in each session. The control group took part in 15 educational classes in eight weeks.
The only difference between two groups was that the control group did not utilize Second Life virtual world.
At the end of the treatment both groups answered the same questions of listening and speaking tests of interchange 1 (Richard, 2005) which were taken at the beginning of term . Their answers were recorded and evaluated by three experienced teachers according to the rubric scale of Cambridge university Press (presented at the end of
Interchange Third Edition Teacher's Edition, (Richard, 2005) . The data from both groups were analyzed by SPSS Software version 21.
RESULTS AND DISCUSSION
Overview
In this part, the research questions and research hypotheses are considered through the statistical analyses of the achieved data of speaking and listening tests. The SPSS software (version 21) was applied to analyze the data.
Quantitative Results
Results of Speaking Test
To investigate the effect of Second Life on Iranian EFL Learners" speaking skill, the speaking tests was applied in both control and experimental groups. At first the normality results of speaking test was evaluated. The result of Shapiro-Wilk Normality test of speaking was 0/133. (P> 0/5) Table 1 illustrates the comparison of the mean score of control and experimental groups in posttest after the treatment period. To see whether there is a significant difference, an independent t-test was applied. The data in Table 2 show that there is a significant difference between control (M=12. The data in Table 4 show that there is a statistically significant increase in speaking test scores from Pre-test of experimental group (M= 4.36, SD=1.221) to Post-test of experimental group (M= 14.68, SD= 1.215), t (24) = -33.354, p<.0005 (two-tailed). This mean increase in speaking scores was 10.32 with a 95% confidence Interval of differences ranging from -10.959 to -9.681. These results indicate that participants in the experimental group performed better in Speaking post-test compared to Speaking pre-test.
Results of the Listening Test
To investigate the effect of Second Life on Iranian EFL Learners" listening skill, the listening tests were applied in both control and experimental groups. The result of Shapiro-Wilk Normality test of listening was 0/78. (P> 0/5) Table 5 illustrates the comparison of the mean score of control and experimental groups in posttest after the treatment period. To see whether there is a significant difference, an independent t-test was applied. The data in Table 6 show that there is a significant difference between control (M=11.16, SD= 1.434) and experimental groups (M=14.84, SD=1.700); t (48) = -8.273, p<.0005 (two-tailed) . The magnitude of the difference in the means (mean difference= -3.68, 95%CI= -4.575 to -2.785) was very large. (Eta squared = .58) Based on the data in Table 7 , it is indicated that there is a statistically significant increase in listening test scores from pre-test of control group (M= 4.56, SD= 1.583) to post-test of control group (M= 11.16, SD=1.434), . The data shown in Table 7 indicate that participants in control group also outperformed in listening post-test compared to listening pre-test. This can be because of the natural improvement occurring by exposure to any instruction in course of time The data in Table 8 show that there is a statistically significant increase in listening test scores from pre-test of experimental group (M= 6.16, SD=2.014) to Post-test of experimental group (M= 14.84, SD= 1.70), t (24) = -19.789, p<.0005 (two-tailed) . This mean increase in listening scores was 8.680 with a 95% confidence Interval of differences ranging from -9.585 to -7.775. These results indicate that participants in experimental group performed better in listening post-test compared to listening pre-test. Table 9 represents the descriptive statistics of the differences between pretest and posttest scores of listening and speaking in experimental group. The data in Table 9 
Summary of the Results
There was a significant mean difference between the pre-test and post -test scores of the listening and speaking tests. Working and practicing in the Second Life as an online virtual world attracted the students" attention and significantly affected their performance toward learning speaking and listening. The results also showed that Second Life had significant different effect on listening and speaking skills. Speaking scores of participants improved more than their listening scores. They received different effect from the independent variable.
Discussions
The aim of this study was to investigate the effect of Second Life as an online virtual world on EFL learners" speaking and listening skills. The researcher wanted to find out how working and practicing in SL could improve listening and speaking skills of EFL students and how different this enhancement happened. This quasi experimental study took place in authentic learning environment using special class group and one of the researchers was the teacher of both groups, thus she was in touch with the learners and she was able to control and monitor the whole process clearly. Thus, interpreting the whole process helped to obtain the detailed information. Findings of the study confirm that Second Life as an online virtual world had a significant effect on improving Iranian EFL learners" speaking and listening skills. This finding of the study is in harmony with the findings of previous studies such as Ata and Orhan (2013) ; (Johnson et al., 2002) and Lucia et al. (2009) believed that participants of SL can collaborate effectively and their positive outcomes showed SL is an environment which improve learning. The results of this study also shows that SL had a significant different effect on listening and speaking skills. There are several reasons for the positive effects of Second Life on EFL learners" skills. Second Life could provide a plat form for more informal communication and interaction between students and the teacher. It exposed the learners to new technology and increased students" engagement for online classes. Students in this environment had fun and enjoyed learning.
Because of the similarity between SL environment and real world, the study enabled the learners to have a chance to use their knowledge (speaking and listening skills) practically and effectively in the real world. In this environment they learned how to communicate with each other, how to help and solve their problems and how to share their knowledge with their friends. Moreover the learners understood that a powerful listening skill could help them have an ability in speaking and communicating with others.
CONCLUSIONS
The findings of the analysis of quantitative data confirmed that Second Life as an online virtual world had a significant effect on improving pre-intermediate Iranian EFL learners" speaking and listening skills. There was a significant difference between the effect of Second life on listening and speaking skills and speaking skill improved more than listening skill. Second Life, a 3D online virtual world caused better performance of the learners after the treatment. Students enthusiastically took part in this environment, communicated with each other and shared their knowledge. The results of research outlines that Second Life acts as a unique factor to learning and teaching, this uniqueness is something special for Second Life and cannot be elicited from other technologies or methods. This study increases the awareness of educators on the availability of SL as an online virtual world for teaching and learning and suggests an innovative way to conduct educational activities in virtual worlds.
Pedagogical Implications
As an implication of the study, Second Life can be used as a learning tool for other language skills and language learning in general. According to the results of this study, it seems that Second Life is successful and effective in language learning specially speaking and listening skills, it would probably be successful and effective for learning and improving other skills such as reading and writing. Therefore, as another pedagogical implication of this study using Second Life as an online virtual world for learning other skills is suggested. It also can be used as a good place for Distance Education.
Suggestions for Further Research
It is better to do some researches about different ways that teachers can use to prepare this environment for teaching and learning. Also there should be some researches about how learners can use this environment for learning and how different universities can use this environment for their experiments.
